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ABSTRACT 

The aim of this study is to investigate high school students’ online game addiction with respect to gender. The 
sample which was selected through the criterion sampling method, consists of 81 female (61.8 %) female, and 50 
male (38.2 %), total 131 high school students. The “Online Game Addiction Scale” which was developed by Kaya 
and Ba§ol (2013) and the Biographic-Demographic Information Form were utilized as data collection instruments. 
Percentage documentation average and independent sample T-test were used for data analysis in this study. The 
result of this study showed that there is a significant difference between female and male students in terms of the 
online game addiction subscales of trouble, success and economic profit. 
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INTRODUCTION 

Recently, internet use has become one of the most important habits of our daily lives. Previously, obtaining 
information from a resource was a great problem. Yet, internet made it easier for us to receive information. This 
internet era is continuously developing and affecting us. Day after day internet became a medium through which 
we share knowledge, communicate, make shopping, chat and play games. The development of computers and 
faster network accelerated the advancement of internet technology. Internet became cheaper for people to reach 
information on the internet, and yet caused inevitable changes in their habits (Akinoglu, 2002) 

According to Young (1996), computer and internet addiction has negative influences on the people’s family, 
academic and business lives. It is known that Internet also causes problems in interpersonal relationships. The 
research showed that internet addicts have relationship problems and spend limited time with others around them. 
In 1996 Young used the term “internet addiction” for the first time. 

Cengizhan (2003) and Young (2005) also mentioned the symptoms of internet addiction as follows: 

1. Excessive mental effort on internet 

2. Spending hours even though being intended to spend couple of minutes 

3. Exposure to health problems due to spending hours in front of the screen each time 

4. Continuously waiting for the next connection time 

5. Feeling more comfortable contacting people over internet than talking face-to-face 

6. Decrease in meals, lessons or work efficiency due to using internet or staying connecting 

7. Trying to give or spread the mail address, chat room names etc to everybody 

8. Continuously feeling sleepless and tired because of staying connected to the internet until late 

9. Having failure in attempts to decrease the internet usage 

10. Withdrawal syndrome due to increase in the internet usage 

11. Telling lies to family members, therapist or others to be able to stay connected to the internet 

12. Having affection changes in the duration of internet connection (Young, 1999; cited in, Oztiirk et. al., 
2007; cited in, Balta & Horzum, 2008). 

Looking at the history of digital games, we can see that a new internet culture has emerged. Although game 
activities can be practiced individually, when computers came into our lives they turned into an interactive zone. 
Previously, the interaction was between only the player and the producer, but later it turned into a game with 
multiple participants. With the widespread of the internet, unlimited number of participants became involved in 
games (Tabanli, 2010). 

According to Kim and Park (2006, 2007), some conditions motivated individuals to play online games. For 
example the need for escapism, leisure, achievement, satisfaction, entertainment and the need to kill time. The 
findings showed that players’ motivation was significantly associated with online game addiction (cited in, Khang, 
Kim & Kim, 2013) 
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Several researches have studied the behavioral characteristics of severe online game players and factors associated 
with online game addiction. They found that “entertainment and leisure”, “emotional coping”, “excitement and 
challenge seeking” and “escape from reality” may be the major factors that motivate people to play online games 
(cited in. Tone, Zhao & Yan, 2014) 

According to Hyun et.al. (2015) there are risk factors such as sex and age, cognitive factors, psychopathological 
conditions such as attention deficit hyperactivity disorder (ADHD), depression, anxiety, impulsivity and social 
interaction such as family environment, social anxiety, self-esteem which are associated with online game 
addiction. Psychopathological factors especially ADHD and depression were the strongest risk factors for the 
online game addiction. 

Computer and internet usage habit, which is defined as a new type of addiction, became an important study area 
that attracted the interest of different disciplines including psychology, sociology and communication (Balct, 
Gulnar, 2009). 

The results of the current research are expected to shed light on the future studies in the field. 

The Aim of the Study 

The aim of this study is to investigate high school students’ online game addiction with respect to gender. 

The Problem Statement of the Study 

The main problem statement of the study: 

“Is there any statistical difference between the online game addiction in high school students and gender?” 

The following sub questions also guided the study. 

1. Is there any statistical difference between online game addiction and gender? 

2. Is there any statistical meaningful correlation between online game addiction and experience of computer 
use? 

3. Is there any statistical meaningful correlation between online game addiction and experience of internet 
use? 

4. Is there any statistical meaningful correlation between online game addiction and online gaming? 

5. Is there any statistical meaningful correlation between online game addiction and daily duration of 
playing online gaming? 


RESEARCH METHODOLOGY 
Research Design 

Descriptive associational research method has been used for this study. The aim of the descriptive perspective is 
to determine related cases. This type of research is used to demonstrate associations and relations between two and 
more variables (Karasar, 2009). 

The Population and Sample of the Study 

The population of this research involves all high school students in North Cyprus. The sample for the research 
consists of 61.8 % (n=81) female, 38.2 % (n=50) male, total 131 high school students. The sample was selected 
through criterion sampling method of the purposive sampling. Students who had their own personal computers 
were set as a criteria. 

Instruments 

“Online Game Addiction Scale” and Biographic-Demographic Information Forms were used to collect data. 
Biographic and Demographic Information Form was prepared by the researcher. It consisted of 12 questions. In 
this form the participants were asked to answer questions related to (gender, which class he/she attends etc.) as 
well as computer-internet related questions. “Online Game Addiction Scale” was developed by Kaya and Ba§ol 
(2013). The Cronbach’s alpha reliability coefficient score of the scale is .91. In Online Game Addiction Scale there 
are three subscales. These subscales are troubles, success and economic profit. Troubles subscale reflects the level 
of the trouble experienced because of the habit of playing online games. High scores meant having high level of 
troubles and low score meant avoiding troubles. Success subscale indicated the level of one’s “continuously 
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playing in order to satisfy oneself and the player’s gaining a sense of achievement that depends on playing online 
games. High success score implies high level of sense of success, while low scores mean no sense of success. 
Economic profit subscale refers that to the level of achieving economic gains and the effects of these gains by 
playing online games. The high score shows high level of economic profit and low scores show that player does 
not have any economic profit from online games. “Online Game Addiction Scale’’ has a reliability score. 
Reliability scores of subscales are .70 for the trouble subscale, .70 for the success subscale and .76 for the economic 
profit subscale respectively. 

Data Analysis 

All analysis were performed by using the SPSS for Windows. Considering purposes of the study percentage 
documentation average, independent samples T-test and Pearson moment’s correlation were figured out in data 
analysis. The statistical significance level was accepted as .05 in the study. 

RESULTS 

In this study, 131 students were selected using the personal computer criteria. It was applied to the high school 
students. The group included 61.8 % (n=81) female, 38.2 % (n=50) male students. The results of the study are 
presented as follows: 

The first sub-question of the research: “Is there any statistical difference between online game addiction and 
gender?” 


Table 1. Comparing Students’ Gender with 
Online Game Addiction Scale Scores 


Subscales 

Gender 

N 

X 

Sd 

df 

F 

P 

Troubles 

Female 

81 

1.57 

.64 

129 

25.11 

.000** 


Male 

50 

2.28 

1.06 

71.79 



Success 

Female 

81 

2.38 

1,15 

129 

.773 



Male 

50 

3.26 

1.12 

105.6 

3 

.000** 

Economic 

Female 

81 

1.42 

.59 

129 



profit 

Male 

50 

2.38 

1.34 

61.28 

50.60 

.000** 


Female 

81 

1.85 

.71 

129 



OGA General 
Scores 

Male 

50 

2.67 

.88 

87.88 

1.50 

.000** 


** pc.001 statistically meaningful difference 


The relationship between gender and the Online Game Addiction subscales was examined through independent 
samples T-test. 

It was determined that there was a statistical significant difference between, female (1=1.57 ± .64) and male 
students (1=2.28 ± 1.06) and trouble subscale scores (p=.000). There was a statistical significant difference 
between female (1=2.38 ± 1.15) and male (1=3.26 ± 1.12) students and success subscale scores (p=.000). There 
was a statistical significant difference between female (1=1.42 ± .59) and male (1=2.38 ± 1.34) students and 
economic profit subscale scores (p=.000). There was a statistical significant difference between female (1=1.85 ± 
.71) and male (1=2.67 ± .88) students and OGA general scores (p=.000). 

The other sub-questions of the research are “Is there any statistical meaningful correlation between online game 
addiction and experience of computer use?”, “Is there any statistical meaningful correlation between online game 
addiction and experience of internet use?”, “Is there any statistical meaningful correlation online game addiction 
between playing online games?” and “Is there any statistical meaningful correlation between online game addiction 
and daily duration of online gaming?” 
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Table 2. Correlation of Online Game Addiction Subscales Test Scores with Experience of Computer - 
Internet Usage, Playing Online games and Duration Scores 



Experience 
of computer 
usage 

Experience 
of internet 
usage 

Playing 

online 

games 

Daily 

duration of 
playing 
online 
games 

OGA 

Trouble 

Subscale 

r 

.237** 

.174* 

.451** 

-.304** 

n 

131 

131 

131 

131 

p 

.006 

.046 

.000 

.000 

OGA 

Success 

Subscale 

r 

.241** 

.175* 

,597** 

-.485** 

n 

131 

131 

131 

131 

p 

.006 

.045 

.000 

.000 

OGA 

Economic 

Profit 

Subscale 

r 

.273** 

.194* 

.457** 

-.348** 

n 

131 

131 

131 

131 

p 

.002 

.027 

.000 

.000 


** p<.001 statistically meaningful correlation 
* p<.05 statistically meaningful correlation 


The aim was to investigate the correlation between Online Game Addiction subscales and the experience of 
computer usage, experience of internet usage, playing online games, daily duration of playing online games of the 
students with the scores of these scales with Pearson Moment’s Correlation Test applied and these results were 
determined. 

Statistically meaningful mild positive correlation was found between trouble subscale score and experience of 
computer usage (r=.237), experience of internet usage (r=. 174). Statistically meaningful moderate positive 
correlation was found between trouble subscale score and playing online games (r=.451). Statistically meaningful 
mild negative correlation was found between trouble subscale scores and daily duration of playing online games 
ir -.308). 


Statistically meaningful mild positive correlation was found between success subscale and experience of computer 
usage (r=,241), experience of internet usage (r=.175). Statistically meaningful moderate positive correlation was 
found between success subscale score and playing online games (r=.597). Statistically meaningful moderate 
negative correlation was found between success subscale scores and daily duration of playing online games (r=- 
.485). 

Statistically meaningful mild positive correlation was found between economic profit subscale score and the 
experience of computer usage (r=.273), experience of internet usage (r=. 144). Statistically meaningful moderate 
positive correlation was found between economic profit subscale score and playing online games (r=.457). 
Statistically meaningful mild negative correlation was found between economic profit subscale scores and daily 
duration of playing online games (r=-,348). 

CONCLUSIONS AND DISCUSSION 

The present study examined high school students’ online game addiction with regard to gender differences. The 
gender differences were found in terms of online game addiction. The males were found having higher average 
than females in terms of living troubles, having feelings of success and playing economic profits related to playing 
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online games. In addition, the experience of computer and internet usage, playing online games were found to be 
effective factors on online game addiction. 

Chou et al. examined the possible predictors of internet use of Turkish adolescents. They found that female students 
used internet mostly for communication but male students used mostly for playing online games and reading 
newspapers and magazines (cited in, Ak, Koruklu & Ytlmaz, 2013). Chou et.al (2005) also studied the key factors 
of the internet addiction. These factors were reported as “time spent on the internet,” “internet use”, “identified 
problems” gender differences, psychosocial variables and computer attitudes. In this study it was found that men 
had more the internet addiction than women. Especially, Morahan, Martin & Shumacker (2000) found that men 
were more likely pathological users than females (cited in, Chou et. al., 2005). Also in this study statistically 
meaningful difference was found between male and female users and online game addiction. The results also 
showed that men used online games more than women. 

On the other hand negative correlation was found between the daily duration of playing online games and online 
game addiction. Especially the fact of duration of daily online playing games was exactly inversely related to 
troubles faced by the students. This result shows that the students may not accept disruptions or ignore the 
experienced troubles. At the same time negative relations were found between online gaming with the satisfying 
feelings of success, achieve economic gains and online game addiction. Wan and Chiou (2006) have done a 
qualitative research of why adolescents in Taiwan are addicted to internet games. Most of the interviewees 
mentioned that life without online games was “dark” and “boring”. The interviewees stated that playing online 
games was only for “sense of relief’, “leisure activities”, “whiling away from current time”, “escape from reality”, 
“to be relaxed”, “to feel like he was still studying” and “the need for interpersonal relations”. Also adolescents 
refer that playing online games was the focus of their life. These results somehow support the findings of the 
current study. 

The present study focused on the high school students that use their own personal computer for playing online 
games and develop game addiction. As related with the findings, we are aware of the effects of online game 
addiction on gender differences. Only adolescents, who attend private high school and come from the families 
with higher socio-economic status and education, have participated in the study. Having a large sample of students 
with different backgrounds may enable to generalize the results to the population. The further studies could be 
applied to other age groups such as secondary or university students in order to obtain a variety of views on the 
issue. 

Considering the results of this online gaming habits or addiction it is recommended to provide training to the 
students about the positive and negative aspects of online games. In addition, students having online gaming habits 
are suggested to develop awareness about troubles that come with addiction. 
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